BY 

DRARSMAN 



1/5 



102 



Receive vertex parameters 
corresponding to vertices of a video 
graphics primitive 



•5 KT 
Ill 



Tessellate the video graphics 
primitive to produce a plurality of 
component primitives defined by a 
plurality of additional vertices and 
the vertices of the video graphics 
primitive 



Calculate an additional normal 
vector for each additional vertex 



I 



Add lighting effects to the 
parameters corresponding to each 
component primitive vertex 



I 



Process each component primitive 
using a three-dimensional graphics 
processing pipeline 



Figure 1. 



APPROVED 
BY 

DRAFTSMAN 


O.Q. FIG. 


CLASS 

345 


SUBCLASS 




64 



APPROVED 
BY 

DRAFTSMAN 



O.G. FIG. 


cuss 





3/5 




10 



Figure 3. 
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Figure 5. 



